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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME DISC OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


A\WARNING - Seizures 


oak WND — 


Some people (about 1 in 4000) may have seizures or blackouts triggered by light 
flashes, such as while watching TV or playing video games, even if they have 
never had a seizure before. 

Anyone who has had a seizure, loss of awareness, or other symptom linked to an 
epileptic condition should consult a doctor before playing a video game. 

Parents should watch when their children play video games. Stop playing and 
consult a doctor if you or your child have any of the following symptoms: 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 


. Sit or stand as far from the screen as possible. 

. Play video games on the smallest available television screen. 
. Do not play if you are tired or need sleep. 

. Play in a well-lit room. 

. Take a 10 to 15 minute break every hour. 


A\WARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. 


Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel 
Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and rest 
them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Electric Shock 


To avoid electric shock when you use this system: 


Use only the AC adapter that comes with your system. 

Do not use the AC adapter if it has damaged, split or broken cords or wires. 
Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


AXCAUTION - Motion Sickness 


Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


AXCAUTION - Laser Device 


The Nintendo GameCube is a Class | laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 


Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure. 





CONTROLLER NEUTRAL POSITION RESET 


If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds. 


R Button 


L Button 





Control 
Stick C Stick 





This official seal is your assurance that Nintendo has 
reviewed this product and that it has met our standards for 
excellence in workmanship, reliability and entertainment 
value. Always look for this seal when 


buying games and accessories to ensure Oeil 


complete compatibility with your 


Nintendo product. 


Seal of Quality 


All Nintendo products are licensed by sale for use only with other authorized 
products bearing the Official Nintendo Seal of Quality.® 


THIS GAME SUPPORTS 
GAME PLAY USING ONE 
PLAYER AND CONTROLLER. 


THIS GAME REQUIRES A 
MEMORY CARD FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 


THIS GAME IS COMPATIBLE 
WITH PROGRESSIVE SCAN 
MODE TVs. 
Progressive Scan 
compatible 


THIS PRODUCT HAS BEEN RATED BY THE 
ENTERTAINMENT SOFTWARE RATING BOARD. FOR 
INFORMATION ABOUT THE ESRB RATING, OR TO 
COMMENT ABOUT THE APPROPRIATENESS OF THE 
RATING, PLEASE CONTACT THE ESRB AT 
1-800-771-3772, OR VISIT WWW.ESRB.ORG. 


TEEN 
CONTENT RATED BY 
| =e =e 3 COMIC MISCHIEF 
VIOLENCE 


LICENSED BY 


NINTENDO, NINTENDO GAMECUBE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
© 2002 NINTENDO. ALL RIGHTS RESERVED. 
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Accessories 

This game is compatible with the Nintendo GameCube™ 
AWG tice) Kerri @C0) 1a x0) I Keyan QUAN D1 bI0RYD) Wu lecmibuateluleyar-lbiavanisMeye.Keluhvad ete 
same as the conventional controller, although it does not include 
a Rumble feature. 


Memory Cards 
To save your progress and records in Darkened Skye, you will 
need a Nintendo GameCube™ Memory Card. 


Darkened Skye supports Nintendo GameCube™ Memory Cards 
and requires 6 blocks of memory to save a game. It is strongly 
advised that you insert a Nintendo GameCube™ Memory Card 
sO you can save your progress. If your turn off the console after 
playing without a Memory Card, your progress will not be saved. 


Insert your Memory Card correctly into Slot A or Slot B before 
turning on the console. Make sure the Nintendo GameCube™ is 
turned OFF when inserting or removing accessories. 


Progressive Scan Mode 
This game can be set to display a higher resolution image on TVs 
that support progressive scan mode. 


In order to use the progressive scan mode, you need a TV that 
can accept this type of input (see your TV operation manual), 
and Nintendo GameCube™ Component Video Cable (available 
only through Nintendo, visit www.Nintendo.com or call 
1-800-255-3700). 


To activate the progressive scan mode, press and hold the B » 


Button while the Nintendo GameCube™ logo is being displayed 
until the message “Do you want to display the game in 
progressive mode?” Select YES to activate the mode. — 


Please note that on some TVs, activating the progressive scan mode 
will set the format of the image,to.a wide sereen (16:9) format. 








: Control Jettings 


L Button 


Control Stick 


START / PAUSE 


+ Control Pad 
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L Button 
R Button 
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+ Control Pad Up/Down 
X Button 


Y Button 
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A Button 


R Button 


Z Button 


Y Button 


X Button 
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Skye moves forward, 
backward, sideways 


| roxe) arn} ommreloyy yon 
right or left 


Attack with Staff 
Jump 

Select Magic Spell 
Select Inventory Item 
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Cast Selected 
Magic Spell 


Talk, Examine 
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START 

(Ofoyat axe) Meyaredke 
We biblaKoyel 

B Button 


L and R Buttons 


Magic Menu 


START 
(@xoyatane)meiate) se 
Y Button 


A Button 
NE oibiacoyal 
+ Control Pad Left/Right 
B Button 


L and R Buttons 


Return to Game 
Move Highlight 
Select 


Back Up a Menu Level or 


Return to Game 


Switch between Main 
Menu, Magic Menu, 
Inventory, Journal 


Return to Game 
Move Highlight 
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Select Filled Magic Spell 
Examine Magic Spell 
Scroll SKITTLES® 


|BY2Ke) el Oh ore WAY (craton Breyvet 
or Return to Game 


Switch between Main 
Menu, Magic Menu, 
Inventory, Journal 
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y Inventory Menu 
START 
(OfoyeraKe)Meyalel< 
A Button 

DG BibiaKeyel 

B Button 


L and R Buttons 


= Journal Menu 


START 
Control Stick Left/Right 


(@foyaiaKe) moja (ele Ojoy/ DYoywsal 
B Button 
L and R Buttons 


Return to Game 

WW Wom srdelttdete 

Select Inventory Item 
Examine Inventory Item 


|By-Yo) ql Oj ob WAY (cso 1b Done) 
or Return to Game 


Switch between Main 
Menu, Magic Menu, 
Inventory, Journal 


Return to Game 


Display Quotes, 
Notes, Quests 


Scroll Text 
Return to Game 


Switch between Main 
Menu, Magic Menu, 
Inventory, Journal 
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On the Save/Load screen move the Control Stick Up or Down to & 
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Left or Right to highlight Delete and then press the A Button. 


pf Gefttng Started 


To start playing Darkened Skye, first make sure that 
your Nintendo GameCube™ is turned OFF. Insert the 
ING Dou aen ake Kon © r-a0K=i OnbuoK-som Cr Naskome DN iKomn bol mona aK> i) 
Nintendo GameCube™. Press the Power button to | Saving 
turn ON the deck. ‘ee 


( 





HI 
i 





WD Grom tea yow Bre bova wer: }olooursIy 0) cel aavanbualCoy eco yboromy yore (amm Corbmnyl lWalerera! 
to save your game often if you want to make it home for supper. 


If you do not have a Nintendo GameCube™ Memory Card - Or make it home at all. Save BEFORE entering a new or 
inserted you will get a warning that you will not be able to save '§§ dangerous area. Save AFTER surviving a nasty battle, negotiating 
your progress. While it is possible to play Darkened Skye without a tricky action sequence or solving a puzzle. Go to the Main 
a Nintendo GameCube™ Memory Card, we strongly advise you ) §©6©Menu. Use the Control Stick to highlight the Save/Load Menu and 
use one. | Me ccccmaarcwaw cibtucoye lm @)omunrencr-nveys MorValnverccreraupnuCon vem aten @xorntace)| 


Stick Left or Right to highlight SAVE and press the A Button. If 
you have previous Saved games you will be given the choice to 
overwrite the old Save game or to create a new Save file. 


When the title screen appears you have two choices: 
NI DANVACSFNY Ope beve CO) ed WLO)NKSy 
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Jreating a New Game 7. 
To begin, you must start a New Game. Use the Control Stick to iq 
highlight New Game and press the A Button. 


To Load a previously saved game q eee or ree 
If you have played Darkened Skye before, you can load a Saved q ROnHRE Cy ee RBH LOT 
| o£ Ripe Sie q *Tikniki Swamp ~ 00:38 | 16:89 8/9/08 | 
_ | Game. Use the Control Stick to highlight the Save/Load Menu in | Ogmine Anchipelago 00:33 «16:14 9/9/08 | 
_ — and press the A Button. On the Save/Load screen move the 4 | Ree ARES aC enue Onan erat oe TOX | 
! : = ae: ; -_ | Lynlora r | 18:40 8/9/02 | 
_ — Control Stick Up or Down to highlight a Saved Game. Move the q | Lynlora 08 14199 8/9/08 | 

Control Stick Left or Right to highlight Load and then press the q | SEI ee 

A Button. q 
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“Some whisper that a few SKITTLES® remain, 
and that someday the Magic will return. 
Aye, someday, someday...” 


Lynlora. Sleepy realm of forest and meadow. The most 
excitement you'll find here is the bake sale at the annual Dwentil- 
Shearing Festival. You're Skye, and like any good hero-in-waiting, 
AYO) 0 Co) FO COVMMU Lem el RerzlKe) aera) Jo) iu Dei unanvam Ohelul meyatemeranvantem-Vorabrel lay 
shows up. In the form of a strange orange object... 


Five Lands. Five Ancient Prisms. 

In the Foretimes, the Great Rainbow arched the skies. From this 
flowed mysterious colored artifacts that the people called 
SKITTLES®. Alas, in modern times the Rainbow has been 
“appropriated” by Lord Necroth and his Dark Prism. All magic 
has been outlawed. Necroth has rounded up all (well, almost all) 
SKITTLES® for himself and his own foul purposes. 


So What Am I Supposed to Do About It? 

AM oLexoyal hva) oXe) oem oyu neciceyeuareudalen ncciualoconnwravaladlpyuborabersmeststa (on oravelce 
to the Lands is to reunite five ancient prisms from which the 
original Rainbow was once cast. Long, long ago, rulers of the Five 
Lands each assumed protective responsibility for one of the five 
prisms. Alas, today these ancient prisms have been largely 
forgotten. The only way to find and reunite them all will be to 
adventure throughout your homeland of Lynlora and the other 
four Lands, Ogmire, Zen’jai, Stoneheath and the Gargoyle 


Realms. Only when the five prisms are united once again can the 
rainbow be restored. 
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The Fwe Lands 


You will return to Lynlora several times throughout the game. The 
other four Lands you will explore only once. Finding the prism 
within each of the Five Lands is your overall goal. But be patient, 
it’s not an easy task. Each of these foreign lands has three distinct 
regions (Same levels) that you must explore. You will find each 
JDavavalcw oyutcyas oye) val pnwmeroyenlo)(cuboreda) | Moymlecmdanwcren (Cave) CMAN pTcONATI Bihue 
prisms have been reunited, you will be able to destroy Necroth. 


Lynlora 

Skye’s homeland, a peaceful, bucolic place. Until Necroth’s thugs 
did The Stomp on it. Bright colors have now been outlawed as 
symbols of rebellion. Magic may no longer be practiced by the 
people. When you find an orange SKITTLES® early in the game, 
your discovery immediately ripples through the fabric of reality 
directly to Necroth himself. Now it’s all-out war. Necroth wants 
the rogue SKITTLES® for himself and he wants you dead. He 
dispatches his “special forces” to Lynlora to find you. 


The ancient green prism can be found in Lynlora. Or can it? You 
may need to craft it anew; a task that will lead to adventures in 
three secret realms, all branching off from Lynlora. Whenever 
you're back in Lynlora, check in with the traveling merchants at 
the marketplace and with Gannish, the old seer. 


Osimire 

A ae world of islands, swamps and half-sunken cities. Merlin 
the mage has been isolated on a remote island by Necroth’s 
forces. If you can get to him, he knows much about a secret band 
of rebels that is trying to reunite the ancient prisms. He can also 
point you in the direction of the yellow prism. 
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Your humble dwentil-herding staff is transformed into an awe- 
inspiring weapon of war by the magic powers of an orange 
SKITTLES® you discover at the start of the story. The staff will be 
indispensable to you throughout your many adventures. Up 
close, use it to thrash monsters in hand-to-hand combat by 
pressing the L Button. From a distance, use it to cast combat 
spells, such as Prismatic Pulse or Cleanse Evil. When youre not 
fighting, use it to cast non-combat spells, such as Shadow Vision, 
Diminish and Awaken Stone. Use the Z Button to cast your 
Active Spell. It’s your all-purpose, spell-casting, butt-kicking tool 
of choice. 
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Zen Jai 
A Far Eastern realm, also known as The Land of the Five Birds. 
When the tive colored Birds of Harmony roost together as one, their 
| protective magic keeps the red prism’s power aglow. But an ally of 
Hi Necroth has stolen the prism. The Birdkeeper has been forced to 
_ § - release the five Birds into the wild to shut off the prism’s power. 


Stoneheath 


In this land that time has forgotten, you'll need to wrestle with 
time itself if you want to find the ancient orange prism. A | 
mysterious valley of Stonehenge-like timepieces, a diabolical “~ 
| goblins’ lair, and a haunted, windswept region called The Bone 
| § Lands are the chilling locales you must explore. 


Ht 
{4 


The Gargoyle Realms 
This dark, gothic realm is home to vampires, demons and 1, 
gargoyles. But the gargoyles that live here are a noble breed, elder 
suardians of the Rainbow. You'll ride the back of a flying gargoyle 

to the terrifying realm of Necroth himself, where the purple prism 

|) awaits. In this horrifying place you'll learn astonishing secrets 
about your friends, your heritage and even yourself. 
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Health 


Skye takes damage when she’s hit by evil spells, fists, and other 
unpleasantries. Red healing plants restore partial health and are 
consumed automatically. Red health vials restore full health. 
These go into your inventory and can be used at any time. Health 
also renews itself automatically, but it takes a while, so be careful 
out there. 


Magic 

Youll notice the “meter” go down each time you cast a spell. 
Some spells use more of your supply than others. Blue plants 
partially restore your magic; blue vials give you a full dose. Magic 
also renews itself automatically, if you're a patient hero. 


Active Spell 

If your Magic Supply is high enough, the active spell is cast 
whenever you press the Z Button. To cast a different spell, press 
Left and Right on the + Control Pad. 


Active Item 
To use an active Inventory Item, press the X Button. To use a 
different item, press Up and Down on the + Control Pad. 


Skye’s Journal 
Whenever Skye adds something new to her Journal, a flashing 
iuavau (eran) mre) py oxer- Daw oy ate) Ihvar-l av a(on Ko) oO) md atemaXeluceyEt Sereen. 


Tealth Magic 


Active Item Active Spell 
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Press Start to go to the Main Menu. From here you can Continue 
Game, Start a New Game, Save or Load a Game, and access 
Options. Use the L and R Buttons to change menus. 


Options Menu 

Go to this screen to control volume for sound effects, music and 
voices. You can toggle on/off the rumble feature and stereo audio. 
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Lean Up/Down 
Tarn Lefe/Right 


Jump 





Conroller Setup Screen 


AWavew\y Hrsatem barncraratere 
Magic spells must be built before they can be used. For that you'll 
need SKITTLES®. In the Five Lands SKITTLES® are the single 
empowering source for all magic. Necroth’s nasties have done 
their best to round up every last one of these magical orb-disky 
things, but they haven’t been 100% successful. Here and there 
you might be lucky enough to stumble upon one in a hard-to-find 
spot or to be given one by a helpful ally. 
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! The Spells 

We could list all the spells here and tell you what they do. 


Hmm.... Nah, you'll have to find out for yourself. 
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_ —_ As you enter each new world, names and icons for the spells that 
| are available appear on the Magic Interface. You can often have 
_ —— several spells enabled at once, but only one can be the active 
|. spell. The further you get into the game, the more spells you can 
enable at once. But you can’t enable all of them at any one time; 
soe | Ml sthuomnome) sloreremeracsnel bya 
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: Some spells, such as Prismatic Pulse, are used only in 
combat. Other spells are non-combat, such as True Sight 
and Diminish, and are necessary to explore and solve 
puzzles. Dual-purpose spells are both. For example, you 
can use Pyro Pulse and Polar Pulse to ignite combustible 
items or freeze water as well as to fight. 
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- — ® Move the hand over a spell with the Control Stick. 
' § ® Press the Y Button to fill or unfill an active spell. 
_ § °® Press the A Button to select an Active Spell. 
A _ © Press the X Button to examine a Magic Spell. 
i Medel (oy yond eLom@xeyntene) moja (e)el0) 0-006 Dlonnweln@mccrom sulo) noms) aXe)I Is 
_ © New and unused SKITTLES® appear in the bottom tray. 
' § © Use the C STICK to seroll the SKITTLES® if there are more ft espinal 
than can be displayed on sereen. | Oe Gece) = Spell-caster may 
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SKITTLES® Power | i ‘a Inivert | y a iting OF A | 
You'll notice that the SKITTLES® in your Magic Interface fade in ; a adel ei ‘) et, Kine 
brightness as you use up your magic quotient. If you use faded 
SKITTLES? to enable a new spell, you might find that the spell is not 
yet fully empowered. You may need to find a blue vial or wait for your 
magic quotient to “recharge” before you can cast that spell. 
Cat 
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Press the X Button for more i information on each spell. 
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Skye collects scores of Items throughout the Five Lands. Some 
Items pop into your Inventory automatically after solving a 
puzzle, after seeing a cinematic sequence or just by walking into 
them. Others are collected by pressing the A Button. 


In most cases, inventory items do not carry over from one level 
ome atom arenq mm 


In several levels, you collect multiple instances of the same 
Inventory Item, such as spongites or orange feathers. Only one 
Item is shown in the Inventory and the actual number you have 
is displayed. If you need to collect a certain quantity of a 
substance, such as scorpion venom or electricity, the percentage 
of the target is also displayed. 
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Skye is a compulsive note-taker. (But why don’t I ever see her 
taking notes in the game? Because she does it with SPECIAL 
MAGIC, okay?) She records what she sees and hears in the Five 
Lands and often speculates about how to solve a thorny problem. 


Find orange prigm, 


Find pazzle box and give it to 
Watcher. 





Quests 

Every time you learn of a new game goal, it appears as a Quest 
in the Journal. So if you ever forget what the “#&*@” youre 
doing, just check in here. 


Quotes 

NPCs often impart vital pieces of information. Much of their 
dialogue plays only once and cannot be repeated without 
restoring a saved game and playing a sequence again. So, 
everything of possible significance that you hear from an NPC is 
recorded in the Journal. Dialogue is Srouped by character name 
and appears in the order you hear it in the game. Quotes often 
contain helpful hints and information. 


Notes 

If you’re ever stuck on a puzzle, Skye’s notes can be invaluable. 
As she ponders the correct solution, you may find yourself getting 
a nudge in the right direction. Don’t worry, though, she'll never 
hit you over the head with an outright solution (with her staff, 
maybe, but never with a so te al 











y 


Yc 





lpvevactercarn 


Talking to Characters 
Sometimes characters will talk to you automatically. Other times, 
youll have to take the social initiative and break the ice. Just press 
the A Button to talk to a character. Also, you can try giving a 
character an item from your inventory. Press the X Button to offer 
the Active Item to a character. It often pays to talk to a character 
more than once. When a character starts repeating lines, you know 
youve heard all you're gonna hear. At least for now. 


Some Characters Youll Encounter 

The Five Lands are populated by a weird and wonderful cast of 
characters. We don’t want to spoil the surprise by listing them all 
here, but a few deserve a special introduction. 


Draak 

Skye has barely begun her adventure when she encounters this 
ToaKoybto onva Lud (ommereDaexonyd (omnis aol uraicwn abin@)eCevalmre me ale Com KoNm Dyrael (oye: Manwlael 
Necroth’s minions. Draak has his own ax to grind with Necroth 
and immediately becomes Skye’s faithful sidekick. He hides out 
in the gargoyle carving at the end of her staff when he’s not 
supplying “helpful” commentary or helping Skye explore strange 
worlds. 


Gannish 

What’s a fantasy adventure without an “obligatory, wise-old- 
knows-everything character’? Gannish lives in a tree village in 
Lynora, but she values her privacy, so you'll have to gain her 
trust. She knows much about the Foretimes. Whenever youre in 
Lynlora, be sure to stop by Gannish’s place. You'll be lost without 
JaXcyupuanyslintalo)(emerbi(aranarcren 


DYoyartel 

Dorian appears from time to time to offer his unique brand of 
encouragement and assistance. But he remains ever elusive 
about his own identity. 
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Merlin 

The mage you must seek in the watery world of Osmire. Merlin 
knows much about the five ancient prisms and a secret plan to 
reunite them all within a unique carved talisman. Your unique 
carved talisman. The one your mother gave you before she 
departed on a merchant voyage, never to return. Hey, this is 
setting personal. 


OWorem cinqalicereyerere 

Youll meet him in Zen’jai, where he watches over the Five Birds 
of Harmony. When the ancient red prism was stolen by Necroth’s 
ally, the Birdkeeper was forced to set the Birds free, shutting off 
the prism’s power, but also inviting darkness and disharmony 
into his land. 


Banwesate | 
In the Foretimes, she rode the hills of Stoneheath on her great 
white steed. Now her spirit wanders restlessly. Only by reviving 
her white horse and then Gwenella herself will you discover the 
secret of the ancient orange prism, a secret Gwenella took to the 
grave with her. 
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Wyrmdrakes 

Lord Necroth’s Royal Air Patrol. These winged nasties sometimes 
attack you up close and sometimes hurl fireballs. Will you try to 
shoot them down or just clobber them when they get too close 
for comfort? 


munks 
Necroth’s main thugs are blissfully unencumbered by IQ. How 
they manage depth-of-field vision with only one eye is a mystery, 
but these guys ain’t bad archers. They shoot flaming arrows. 


Carpies 
It's a bird. No it’s a fish. No it’s a carpy. Their greatest weapon is 
their land speed. Pretty tough to take down, too. 


Tentaclaws 

They hide out in shallow water, waiting to attack the hapless 
loxeraVo) aXeroyanl ox<) mmm C01” Mer:0 0 1 i Vann KONING (<3 (cram Och YoMNNSD EDO LOMNeXo) Ed bULC 
monstrosities with your staff. If you’re out of your mind. Or you 
can try a little magic. 


Yarrows 

Abvonrampuet-lsstomyyte)Celtoremuncr) ccm Wavcinmecoy aul orziamcjoe)l MerNo MN NuKemAYe KO. 
great distances, so you're never safe as long as one of them can 
get a bead on you. Rumors speak of a rare breed of yarrow that 
iibbovexmotuc) ove lkcwenevems(cMolenl lic) ol byalaztqemcom orerslam 


Armor Guards 
Seemingly empty suits of armor animated by unknown forces. 
These guys have no fear, because, um, they have no brains. 
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Sandstalkers 

They burrow beneath the ground and pop out unexpectedly to 
menace travelers. Rumors of their existence may have inspired 
a certain series of B horror movies in other lands.. 


(Exo) o) iteks 

Mad inventors, they guard their secrets jealously. Dagger- 
wielding and gun-wielding goblin soldiers roam their secret 
headquarters in great numbers. They make cool grunts when 
they die. 


peorpions 
A Watestanvevevoyoul ee) (alcm-amattJamvcliercmboldelomexovatcmDrveCalmoye 
Stoneheath. 


Bone Monsters 

AW aveyval I leranvcmm wore mre] Covevem una (ercicwn ico) DirexonN (00) :00 01S (oy aNa ROLE LD) (CMMAVIUCIE 
all, they’re dead. If you want to fight them, you're going to have 
Comoyuberomuatcrsol oysKel encom lites 


Manta’ Krynn 

Normally you wouldn't even notice them, except to smack them 
off your sleeve during a picnic, But when you're shrunk down to 
tiny size, they become fearsome foes. They fire poison plasma 
and are tough to target. 


oy alesis 
Okay, so they’re spiders. Big deal. Well they are a pretty big deal 
when you are only two inches tall. 


AVEVaaeyeKers 
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for Tom Cruise. Theyre grunting, hideous abominations that 
have a nasty habit of coming back to life unless you can find ways 
to dispose of them permanently. 


Glass Demons 

These crystalline red horrors are real panes. Smashing them into 
tiny shards of recycling-bin fodder is one of the game’s more 
satisfying pleasures. 
































Remember to use Skye’s Journal if you’re ever stuck in the 
game. Many a hint can be found there. 

You start the game without any magic spells. You'll have to 
enable your first one before you depart Lynlora on your big 
adventure. 


If you can’t seem to beat an enemy, maybe you need to use a 
new or different spell. 


Some enemies are easier to beat with the staff than by using 
magic, and vice versa. 
Remember that sometimes you'll need magic to solve a puzzle. 


Whenever you find a new SKITTLES®, check your Magic 
Interface to see if any new spells can be enabled. 


Remember that Skye is a warrior-hero-adventurer-goddess 
who can’t swim. Use extra caution around water. 
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Yes, we know—you're a pure-hearted adventurer who would 
never even think of asking for hints. But some of those OTHER 
adventurers have been pestering us for a little help. Read on 

at thine own risk. 
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Look in the tree and find a creature with strange 
markings, which Draak dubs the “Red-Breasted 
Northern Butt-Smiler.” 


Pick up the rumble stone and defeat the Grunk 
(Cd stemoyeremyyluemdelen cong) 
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slowing lampfish. 


Go to the cave and use the lampfish (lampfish, light, get 
it’) Use the Rumble Stone on the rock pile to uncover 
the password to Gannish’s house. Remember to get the 
piece of rock floating in the air. 


(CCom coma sremerzuec} orb! (cw Koy orcynol | hvan worn arahwemd pom Cen mncorburcxole 
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piece on the catapult to kill the archer. 


Go to Gannish’s place. Use the door again. Skye will say 
the password. Open the Magic Interface. Use the two 
SKITTLES? to create your first magic spell—True Sight. 


The Sacred Cirele will be revealed near the village 
entrance. Step onto the Sacred Circle while True Sight 
is in effect. 
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Open the cave and find Veng, the old hermit. He 
gives you his own glyph-neckpiece, which you will 
need later. 


Cast True Sight. You will see special glyphs hovering 
over some of the small islands off the coast. These 
are the Fish Riders’ “clan stones.” Anywhere you see 
a clan stone, you know you'll meet a Fish Rider and 
set hints. 


Collect spongites—brownish mollusks you find 
on the ground. You can hold up to four at a time. 
They regenerate after a while. 


Using spongites, So to the small island to get the 
yellow SKITTLES®. You can now cast Strength Sap. 
Then climb up and jump into the Whale-Creature’s 
mouth when it opens. Now you have a green 
SKITTLES?® too. 
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Now you can make your first combat spell, Prismatic 
Pulse. Use it to shoot at a button you see in a location 
too high to reach otherwise. This raises a new set of 
steppingstones to the next main island. 


Find an Odd Message hidden beyond a cave. The Odd 
Message will help you get across the stepping stones 
that lead to the next island. (Secret messages on rocks 
can be read by first casting True Sight.) 


Find a button and raise a large number of rocks in one 
location. You'll notice that they form three separate 
paths. Study the Odd Message in the inventory screen 
and note the 6 upper-case letters. These give you the 
key to safely negotiating the six crossings to the next 
island. L=left path, M=middle path, R=right path. 


Find the Pit of Terror (at the top of the island) and 
defeat the mass of Tentaclaws that wait within. Once 
AYOLEMobojoNtelKond elon oriam ubaCol-vaCemolelvou-Morblucoya me cannyllmatslto 
you get to the next island (along with spongites). 


Find and press the stone buttons with the glyphs on 
them in the order shown on the Veng’s pendant. This 
will open a new cave entrance. 


Go to the top of the island, where the tower is. You'll 
meet the Mysterious Enemy and Merlin. Merlin has 
much to tell you and will help you to the next level. 


Talk to the Tikniki character, Neenu, whom you 
meet in the first area. 


Meet two male Tikniki. One of them gives you a 
hint - “to find your way through the forest you 
must strip away all illusions.” 


Find an empty seashell with holes in it. You need 
to fill it with a 3 musical bugs. 


Find the musical bug #1. 
Musical bug #2. 
Musical bug #3. 


Find a clearing that hosts a large tree-dragon 
creature, Orlena—the “heart of the forest.” She is 
one bummed-out tree-dragon. Music might be the 
only thing that can cheer her up. Give her the 
“mitsic box.” 
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The whole swamp now has an attitude adjustment— 
id bYoms Dikeundcemrsbnomsnloy none) olercrsiel em Cornmeraie Mere)| (rome Cemnnacale 
Jumping Fish with them for spongites. 


Give the fisherman a Jumping Fish. He'll give you his 
fishing rod, which is baited for catching Mudskuttle. 


Jump to the white rock and use the fishing rod. (If you 
(aCoya Men orm bYanven- ly (ball qulud lem Wolmmvolemerlemer ices menten sake 
too.) Catch a Harness Fish and you're off to the next 
level. 
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(To Contact Us: 
Phone: (303) 739-4020 


Project Lead Sean Davis Fax: (303) 739 4513 


On-line: www.ssinteractive.com 
Email: support@ssi.teksupport.com 
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END USER LICENSE AGREEMENT 





This software program, any printed materials or user documentation, any 
on-line or electronic documentation, and any and all copies and 
derivative works of such software program and materials (the “Program”’) 
are the copyrighted work of Simon & Schuster Interactive, Inc. (“SSI”). 
All use of the Program is governed by the terms of this End User License 
Agreement (“License Agreement’). 


This Program is solely for use by end users according to the terms of this 
License Agreement. Any use, reproduction or redistribution of the 
Program not in accordance with the terms of this License Agreement is 
expressly prohibited. 


1. Limited Use License. SSI hereby grants you a limited, non-exclusive 
license and right to install and use one (1) copy of the Program for your 
joxevacoyate] MbINcMoyolr- WN pbatucsa(e(oN©r-iaa(c\O1blovombas 


2. Ownership. All title, ownership rights and intellectual property rights 
in and to the Program and any and all copies thereof (including but not 
limited to any titles, code, themes, objects, characters, character names, 
stories, text, dialog, catch phrases, locations, concepts, artwork, 
animations, sounds, musical compositions, audio-visual effects, methods 
of operation, moral rights, any related documentation, and “applets” 
incorporated into the Program) are owned by SSI or its licensors. The 
Program is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. All rights 
are reserved. The Program may contain certain licensed materials and 
Sie) Mc Uteresatcvoy acy su tehvar2Volm KON by KO ueLeledaveren utd alum bamaatemenKerolaxour-renvants(o)tlatoyal 
of this Agreement. 





3. Responsibilities of End User. 

Subject to the grant of license hereinabove, you may not, in whole or in 
part, copy, photocopy, reproduce, translate, reverse engineer, derive 
source code from, modify, disassemble, decompile, or create derivative 
works based on the Program, or remove any proprietary notices or labels 
on the Program without the prior written consent of SSI. 


The Program is licensed to you as a single product. Its component parts 
may not be separated for use on more than one system. You may 
permanently transfer all of your rights under this License Agreement, 

Joyaony(elcremd alem acres) oy(csolurrancrecmne) alae terms of this License Agreement and 
you retain no copies of the Progra am. You ma not exploit date Progr am or 
any of its parts for any commere Pp ta 
renting, leasing or licensing the Prog ) 










































| I 4. Limited Warranty. EXCEPT AS EXPRESSLY SET FORTH BELOW, TO > 


THE MAXIMUM EXTENT PBRMITTED BY LAW, SSI EXPRESSLY 
DISCLAIMS ANY WARRANTY FOR THE PROGRAM . THE PROGRAM, IS 
B-PROVIDED “AS IS” WITHOUT WARRANTY OF ANY KIND, EITHER 
EXPRESS OR IMPLIED, INCLUDING, WITHOUT LIMITATION, THE 
IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A 
PARTICULAR PURPOSE, OR NONINFRINGEMENT, regardless of whether 
SSI knows or had reason to know of your particular needs. No SSI employee, 
agent, dealer or distributor is authorized to modify this warranty, nor to make 
any additional warranties. The entire risk arising out of use or performance 
of the Program remains with you, however SSI warrants up to and including 
90 days from the date of your purchase of the Program that the 
~ Nintendo GameCube™ Game Dise on which the Program is furnished shall 
be free from defects in material and workmanship. In the event that the 
Nintendo GameCube™ Game Dise proves to be detective during that time 
yperiod, and upon presentation to SSI of proof of purchase of the defective 
Program, SSI will at its option correct any defect or provide you with a 
product of equal or lesser value. Return to SSI, 1230 Avenue of the Americas, 
WNew York, NY 10020. Telephone: 212-698-7000. 
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mi THE MAXIMUM EXTENT PERMITTED BY LAW, IN NO EVENT 
rs L EITHER SSI, ITS PARENT, SUBSIDIARIES, AFFILIATES OR 
BEICENSORS BE LIABLE IN ANY WAY FOR ANY LOSS OR DAMAGES 
SNA CIID UDO MING, TRO WE GU SIR OR Da@) tae DCI Des ONO ernvany | 
mNCLUDING, BUT NOT LIMI@RDY TO, LOST PROFITS, LOSS OF 
BOODWILL, WORK SRO@ORBNGE, SYSTEM FAILURE OR 
MALFUNCTION, DATA LOSS, DATA CORRUPTION OR ANY AND ALL 
OMNEIDIRE DAWU ING: DO) Se MO lois) dc) 





Some states do not allow the exclusion or limitation of incidental or 
Soneeeneneny damages, or allow limitations on how long an implied 
Warranty lasts, so the above limitations may not apply to you. IN NO 
VENT SHALL SSIS CUMULATIVE LIABILITY IN CONNECTION WITH 
HIS AGREEMENT OR THE PROGRAM EXCEED THE AMOUNT PAID 
"POR THE PROGRAM BY YOU. 





| 6. Confidentiality. The Program contains trade secrets and proprietary 
know-how that belong to SSI and it is being made available to you in strict 

confidence. ANY USE OR DISCLOSURE OF THE PROGRAM OR OF ITS 
ALGORITHMS, PROTOGOLS..OR. INTERFACES, OTHER THAN IN 
- SUM RU COs MP NOLO(@) LUD)-VNCOD WITH THIS AGREEMENT, MAY BE 


pe CTIONABLE ate e\ ea ©F SSIS TRADE SECRETS. 












7. Termination. This License Agreement is effective until terminated. You 
may terminate the License Agreement at any time by destroying the 
Program and any copies thereof. SSI may, at its discretion, terminate this 
License Agreement in the event that you fail to comply with the terms 
and conditions contained herein. In such event, you must immediately 
destroy the Program and any copies thereof. 


8. Export Controls. The Program may not be re-exported, downloaded or 
otherwise exported into (or to a national or resident of) any country to 
which the U.S. has embargoed goods, or to anyone on the U.S. Treasury 
Department’s list of Specially Designated Nationals or the U.S. Commerce 
|DYeyoy-tansntersnucme kalo) (comes DYessut2) M@)aalerncy 


9. Miscellaneous. 

In the event any litigation is brought by either party in connection with 
this License Agreement, the prevailing party in such litigation shall be 
entitled to recover from the other party all the costs, attorneys’ fees and 
other expenses incurred by such prevailing party in the litigation 


This License Agreement shall be deemed to have been made and 
executed in the State of New York and any dispute arising hereunder shall 
be resolved in accordance with the laws of the State of New York. Any 
claim asserted in any legal proceeding by one of the parties against the 
other shall be commenced and maintained in any state or federal court 
located in the State of New York, New York County, having subject matter 
jurisdiction with respect to the dispute between the parties. 
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written instrument specifying such amendment, alteration or 
modification, which is executed by both parties. 


In the event that any provision of this License Agreement shall be held 
by a court or other tribunal of competent jurisdiction to be 
unenforceable, such provision will be enforced to the maximum extent 
permissible and the remaining portions of this License Agreement shall 
remain in full force and effect. 


This License Agreement is the complete and exclusive agreement between 
(d oXomy oer qa Cercray aX@ MR SLBN oLe) BcXerO (excwrel lly 0) Kents (OLDISIMO) EGLO) BIC) BT BLO e- OLeCOLU ISM: TS) kere) BBLey BUCH 
proposals and communications with respect to this subject matter. 





